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" for size!

FORMAT

anjen jo sajuelend Jnoj

ANIHSITEQL

24NN

REVIEWS nlclti.tss RUFUS
THAN "Recking as like!

CRAZY CARS 3
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"A hit, pure and
simple.
Excellent
opening
animation.
Once you've
played it you'll
be hooked."

RALEMER] 0F

"You'll keep coming
back, just like the
Terminator itself.
Get hold of this one, it's

almost as mean as
Armie!"
COMMODORE Magazine
94%

‘Variety is definitely the
winning ingredient with
Terminator2."
COMMODORE FORMAT

wrestling games fail WWF
succeeds.

WWE is more realistic than
the real thing and that's
official.

Brilliant presentation,
convincing and colourful
graphics throughout,
spot on control method
makes everything feel
perfectly natural - a must
for all WWF fans."

—-—.-—--""'""""7.‘:' 1 é‘_?-t : “]ﬁ!‘tﬁliy.f

OCEAN SOFTWARE LIMITED - 2 CASTLE STREET - CASTLEFIELD - MANCHESTER - M3 4LZ
TELEPHONE: 061 832 6633 - FAX: 061 834 0650
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GAMEs

68 CRYSTAL KINGDOM DIZZY
CODEMASTERS

71 BULLY’S SPORTING DARTS
ALTERNATIVE

72 CRAZY CARS
TITUS

77 PSYCHO'S
SOCCER SELECTION
UBI SOFT

78 LOCOMOTION
KINGSOFT

(F SPECIAL

31 SELLING YOUR (SOFT)WARES
So how do you go about getting a game pub-
lished? You've got the ideas, the hardware
and the talent but how do you make that big
break? For the inside angle on getting your
game in the shops see p.31.

34 1992 AND ALL THAY

A week may be a long time in politics, but in
the world of computers it feels more like seven
days. For a look at the highlights of the year
they are already calling 1992, turn the clock
back (and the pages forward) to p.34.

36 LOADMASTER MASTERC LASS
Ensure that your datassette is loading at maxi-
mum efficiency, with our brill' Loadmaster
head alignment program. The full Loadmaster
instructions can be found on p.36.

‘ ‘ GAMEBUSTERS SPECIAL

Creatures 2 was the best — and most important - C64 game release -

of the year. It set new standards for graphics and gameplay, both fac-
tors that helped the game sell by the wagon load. This also means, though, that there are
38 FACE TO FACE now thousands of gamers up and down the country who are in Torture Trouble! So, in

This month’s software star is Danielle this Christmas special we devote ALL of Gamebusters to blowing the game of
Woodyatt, Public Relations Supremo for the 1992 to smithereens.

secrets of the software trade on p.38.

42 CF'S ARTY PARTY

we invited you to send in your piccies. Now we

are proud to present the pick of the pixel paint ‘ 992

mighty US Gold. She reveals some of the
SELLING 34
When we put Saracen Paint on Power Pack 25 3 ‘ ms

pack. The picture packed pages begin on p.42. i O nd getting on " q to draw, com- AND
50 LET'S MAKE A MONSTER smith's. But aside fl":;n;f::;t 35& do you need

Apex Productions, the creators of Creatures 2, pose of code on the ssential info for aspiring Au
are now two months into the production of their o do? We detail the ©

latest masterpiece, Mayhem in Monsterland. goftware authors on i

Find out how things are going on p.50. T“AT

REGULARS [E1 ECACEa -t

Don't be afraid to ask, we said,

and you weren't! This month US was 1992. The best
%Eﬁ,ﬁyﬁiﬁ"n;ﬂgﬁs ;ﬁﬁfﬁ e Gold Public Relations chief Danielle Woodyat bits, the silly bits and
11 GAMEBUSTERS SPECIAL answers your quezzies. What Is PR? Why haven’t the bits that we'd all
Kixx re-released Bionic Blades 4? What's the rather have forgotten

The COMPLETE Creatures 2 solution!
27 BUDGEYT GAMES

Roger Frames scopes out the cheapo scene.

47 INSIDE INFO

Owur techie hitman ‘solves’ those awkward probs. 4 2 CF' s Am PARTY

52 YOUR LETTERS Ladies and gentlemen, | am proud

meaning of life? You'll find the answers to all about are dragged up
these questions (well almost all) on p.38. once more on p.34.

The Mighty Brain answers back! to welcome you to the

60 PREVIEWS opening of the CF
Dalek Attack! Cool World! Nick Faldo! Saracen Paint

&4 SCANNER . gallery. We have a
Early Warning of incoming games! wide collection of
80 MAIL ORDER AND SUBS - work on show to
Buy bargains and order CF by post. e the public for the first

82 NEXT MONTH time. Please open your
1993 and all that! catalogue on p.42.
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Prism Leisure
Bend the beam of laser
light around so that it

\ destroys the trap-laden a AA B
Yk

maze. An excellently-dif- {5 44
, ferent puzzler, this one
. requires speed of both thought and action. It's
a race against time that requires some major
forward planning! Argh!!!
® Instructions on p.8.

LET'S MAKE A
‘E",'llﬁﬂlSTiﬂt

Apex Productions are responsible

for Creatures 2. Now they are

revealing the secrets of their next
project — Mayhem In Monsterland. -
In this second instaliment of our

series they've already decided on

the main character and the setting

for the game now they start the

hard bit - or so they say! Diary

entries start on p.50.

‘s CRYSTAL

KINGDOM DIZZY
CODEMASTERS

Dizzy, computer gaming's most enduring character, pops up A e
again in arcade-adventure mode. Now, for the first time, he B an

4 - antis Software
appears in C64-O-Vision and glorious full colour. Can the big
D's gameplay still cut it, though? For the first C64 review,
crack open p.68 to see if it's worth shelling out for!

oy BULLY’S
SPORTING
DARTS

have won!” These immaortal
words are happily absent

from Bully's Sporting Darts

as Alternative have taken
the best bits of the TV

{ LR 1Y i ﬁ‘
AL
Prism Leisure
A multi-event sports game that's a bit differ-
- ent. Eight gloriously funny events mask eight
# smart tests of high speed waggling. The
= 3 graphics are as daft as the events — load it

3 up and laugh!
-~ ~ @ Instructions on p.7.

A new graphic adven-
ture, this one combines great pics with some
tough puzzles, Venture to old Baghdad for a
tale of sceptres, genies and flying carpets.
{That's a hint by the way!)
® Instructions on p.6.

LOADMASTER
Commodore Format

A head alignment pro-
gram, it's the one utility
that you cannot afford to
be without - if you want
to stay sane! It'll help
ensure perfect loading

: from your trusty — iy
gameshow (ie, the nov- B looks Much datassette every time. —

elty darts games) and fun. For d
turned them into a tasty "Oad-test race 4 ;:"?2 @ Instructions on p.36.

little joystick tester. Go '"E
for the car on p.71.
Prism Leisure § L{fﬂ.i?‘(}{)
In a glorious pastiche of E——
those classic Godzilla B movies
(where a man in a green rubber suit knocks
: . - - Overlego versions of Tokyo), take

ol been

choo?" “Uh, 1, IS IR L well.” Experience the . on the role of The Muncher and
jeopard on t:l:.ml'llﬂﬂ a major commuter networ , destroy huge cities in seconds.
pressures 0

79. :
in-based puzzier on p- n , Mucho destructive fun is yours with
this bravely different tré _ the swish of a tail!

Instructions p.8.
disk | : »

Want a spiff’ digk TAPE TALK

varsion of the " The full instructions for your
CP27 Power Pack? " Loadmaster head alignment
program see p.38. For the
inside info on all the games and
demos see p.6.

H}*“"i

«pardon me som, [

(MINUS 999, 870)
130 different games are up
for grabs!!! To find out how
you could win them
ALL see p.40 right
about now!

- 51000

Then bop to p.7 for
a full spec on our
smart tape-to-disk
transfer offer.

20




6 TAPE PAGES

/ We .rnust be -
mad. Ding dong

merrily on high. There, told you so. Must be the

Christmas spirit. But as we’re in such a good

Press ‘7" to start and you're on the way to
mysterious old Baghdad. Pick up yer stuff,
wander around and explore.

Joystick - Port 2

Up - Enter doorway or use the item
selected in your inventory

Down — Toggle between the two items
in your inventory

Left — Move left
Right = Move right
Fire = Jump

FULL GAMES
ﬁﬁ? :f-g;.rr‘f . f f}h?

Wiggle your mirrors to aim the beam at the
balls to destroy them. Then fiddle with the
shiny speculums even more to aim the
power ray at the red ‘home".

Joystick — Port 2

Joystick - Port 2
Secepire is a neat little adventure set in the days
of Ali Baba and his friends. You play the Caliph
of Baghdad and you've been shrunk to teeny
litthe super guy size. You wander through the
castle, hitting fire to jump on to fumiture or any
of the various nasties that lie in wait.

Pick up various items by clicking on them,
but remember you can only carry two at a
Up - moves the box cursor up.

Down — moves the cursor down.

Left — moves the cursor left, or angles
the selected mirror anti-clockwise.

. Right - moves the box cursor right, or
angles the selected mirror clockwise.

Fire = Select a mirror to move.
ALTERNATIVE
WORLD GAMES

Joystick — ports 1 & 2

As there are eight sub-sections to this weird
sports game, all with their own control meth-
ods, we couldn’t fit all the controls into this
tiny column. So you're going to have to read
the main text. To start, choose the game you
want to play with the joystick, press fire 1o
select it, then 9 compete.

THE MUNCHER

Search for eggs and eat everything.

Jaystlch Ports 1 & 2
Up-Jump, with fire to grab onto the side
of a building, or fire before you jab up
to munch something overhead.

.-lnin the Alt \Hﬂlld Games, visit Intnrlnsing
places, meet smart people and be plain daft!

Joystick —Port 1 & 2
e s ) The Ben Elton of
_:—?-J——*-'LI._A j sports games on the
. _ (brash, rude and not
—_— very funny? — Ed),
Alternative (Oh, |
-M-':-. —— see... ‘Alternative’,
i .__|_: '3 very witty — Ed) World
ER e =™ Gamesisa mish-mash

L_l_l_u of eight highly inventive

= - If they fixed the

Leaning Tower of Pisa,
do you think that people
would still want to see it?

e ——

Down-Crouch and then jab fire to pick 1BEN

up and scoff your prey.
Left-Move left.
Right-Move right.

“. Fire-Shoot a fire ball from Muncher's
mouth to blast everthing in sight.

t g 4 - i e
CALIPH FORMAT December 1992

mood, here’s a festive treat - TWO Power Packs
bulging with goodies. Just call us Sanity Clause.

time in your
shrunken hands.
But here's a hint —
don't put things

"Riding along on

my carpet

maobile® = Chuck

Berry eat yer
heart out!

w

i H‘;*""’:{?-.-?
e ;| > ;¥

41 '.I’T e

Juﬂ Iih‘.e the G‘Ildlntnrs Joust', ﬂnly
it's probably more dangerous.

sports sims, from putting yourself in a
hessian bag just so that you can fall

flat on your face at the first shuffle, to
hurling yourself uncontrollably at a solid
brick wall. Loads and loads of people
can join in — invite your local rugby club
round for a bash, just as long as you
don't run out of countries for them.

The first thing you'll see when you
load up is an odd-looking parrot
perched by a stack of records. Hit fire
and he'll ask you for your name. Type in your
name and hit return and you'll be asked which
country you want to represent. Scroll through

L




press RUN/STOP'

Method. Goy it?

TAPE PAGES 7

down in awk-
ward-to reach -
places.

The demo-
like intro can be
skipped by hold-
ing down the
space par.
“Phew." | hear
your cry,
“There's nothing
quite as annoy-
ing as an intro

that can't be
skipped.”
However, if

you're playing for
the first time it's
a good idea to
read the text
carefully — in
there somewhere
lies a clue!

To be magically transported to a far away
land, just hit 7 on the keyboard. This is the
last time you'll need this piece of equipment,
because although there /s an option for it on
the title screen, the keyboard mode for the
game is not available on this demo.

By now you should be safe and sound in
Baghdad ready fo explore the castle and
maybe even further afield. Actually, it's not
s0 safe, or very sound either. So, as they
used to say in Hill Street Blues, be careful
out there - anly they were on about
Washington and not downtown Baghdad!.

o L T
It's the only time when getting the sack is
an advantage. (Hint - Edl) (Gulp - Dave)

the flags with up and down on the joystick until
you're happy with what you see. Hit fire again
and continue to enter players’ until everyone
who's playing has been designated a team.
MNext to greet your eyes will be a sports
selection screen. Choose which game you
want to play with the joystick, then select
Compete and hit the fire button to start.
@ Sack Race — Push up with the joystick to
launch yourself into an almighty, but unsta-
ble, leap. Left & right will shuffle your feet,
giving stable but slower progress.
® Pile Of Plates —
Pile your plates
up high before
you set off by
pushing the joy-
stick up once for
each extra plate
you want to
attempt to carry.
Oh, you swine,
fancy attacking me

with a piece of bed-
linen. Take that!

Excuse me, where's the loo?

Looky
hera! I'va found
some car keys!

Press fire then up to start walking then control
his arm with left and right taps on the joystick.
® Boot Throwing - Move the joystick anti-
clockwise in time with the boot. Release the
boot when you think it's going fast enough, at
the right angle to get the furthest throw.
@ River Jump - Start your little man running.
If his pole starts to droop knock your joystick
upwards. Press downwards when he's ready
to take the great leap.
® Pole Climbing - Up-fire-down, up-fire-
down, up-fire-down, up-fire-down,
up-fire-down, etc. Need | say more?
® Run Up the Wall - Up, up, up with your
‘stick, don't press down 'cos this switches on
the breaks. Then press fire to launch yourself
up that wall.
@ Pillow Fight — Pushing the stick down
shifts your pillow towards the screen, up
shoves it away from the screen. Push your
pillow up by hitting left or right (depending on
which player you are). To hit your opponent
instead of just using defence moves, hold fire
down as well,
@ Pogo Stick — Just pogo
around the place picking up
the odd orangey things as
you go. Left on the joy-
stick moves the bouncing
chap anti-clockwise, right
to go clockwise and
push your joystick up to
move in the direction
you're facing.

COMPETITOR FORMAT December 1992 d i‘s k

Cold lampin' in full effect.

THE FACTS ON THE FULL GAME
® Game SCEPTRE OF BAGHDAD
@Publisher ATLANTIS SOFTWARE
@ Price £3.99 CASSETTE
® Felease JANUARY
® Contact 0732 465511

What a way to treat ancient Roman ruins!
The youth of today just have no respect!

Do you have a disk drive? Handy aren't
they? If you want to use it as well as
admiring it, you can get copies of the
Powerpack on disk for the little fellow.
To get the CF27 Powerpack on disk
simply cut out the coupon from the
inside of the tape inlay card. Write your
name and full address on a piece of
paper and send it with a cheque (payable
to Ablex Audio Video) or Postal
Order for £1.50 (which covers dupli- =~
cation, post and packaging) to: I
CF27 Tape to Disk, Ablex Audio |

Video Ltd, Harcourt, Halesfield j

14, Telford, Shropshire TF7 4QD.
I 'ﬂ p e

ta
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Joystick — Port 2

Wahay, loads of levels. Zoom through the
first, walk through the second then get com-
pletely stuck on the third and not see the
rest of the levels for quite some time. Twist
and turn your way to connecting up with the
red receiver. There are balls, power drain-
ers, beam transporters, constantly rotating
mirrors, walls and beam absorbers. What
they all do is pretty self-evi-

That, as Mr Punch is won't to
say, is the way to do it!

A A AAED i
| ,H

L URLEEL)

LEUVE L
o3

SCOERE .

’.Th“—._
LIVES -
=

The Muncher is a fabu-
lous Rampage clone. The
sort of game to play when you're
in a bad mood it's got three levels of
frustration-venting action in which you
squash or gobble every human in sight. To

The Muncher's here, better not
'Hanger around’ [ouch).

Cir If your tape isn't
& loading perhaps
?"r’ it's your tape heads.
~-#  "Have you tried using
our dead smart tape head
alignment program then? We tell
you all about it on page 36. If
you're still getting no joy, then
just pop the dud tape into a jiffy
bag, slap in an SAE, seal it up

CHIDORAH FORMAT December 1992

OVERLOAD
ﬂ .
1 S i

EHERGY

KaT.C

dent; if the beam hits some-
thing it shouldn't you'll hear
an awful noise and the
averload indicator will sud-
denly start to rise,
The whole point, as | said, is
to connect up with the red receiver,
first all the little silver balls have to be
destroyed. You do
this Paul Daniels
style, with mirrors.
Lock on to the swive-
@, lable (and if that's
K not a word it should
Ml be) mirrors with the
cursor, hold the fire
button down and
twiddle the nice
shiny things by holding
your stick to the left or right
(depending on which way they
nead to go). You'll have to get lots
of them to co-operate, all pointing
in the right direction so that the
beam reflects off a series of mir-
rors and eventually blasts that ball.

EHFTL
oo=a880n .
LIVES -
_I_i'_.

Sl

r"

:_‘}__,

A ERTY

So if | turn the mirror to reflect the
beam onto that strange yellow bit
everything goes... BANG! Ooops.

make it even more effective imagine 4 S§

they're the Krankies. (But ! like

them, they're really, really funny,

I've often wet my pants while

watching KYTV — James.) There are heli-

copters, fighter planes, tanks and mothers
with push chairs to squash to obliv-
ion. Mothing makes you feel better
than a bit of mindless viclence now
and again, and that's exactly what
you get in The Muncher.

The aim is to collect all the eggs
that are hidden in some very odd
places. Getting in your way are
some very odd people who, for
some reason, instead of trying to

> 2.3, o<NO LOAD ZONE!

and whack it in the post to:

CF27 Tape Replacement
Ablex Audio Video Ltd,
Harcourt Halesfield 14,

Telford
Shropshire TF7 4QD
DO NOT send the dead tape

to us here at Commaodore

Format. We'll just use it to
prop up Trenton's desk.

G":M,

but

g F - Al Fiﬁf?ﬁ A —

7

r“"

:
L2]
=

OvEFRLO=S
-

1
EMEFLY

& f & There's only one way to find out what
effect sach obstacle has on
the beam. Try it!

L

Tricky blighter
Johnny Second level.
Always has been, always will be.

i.-.
-k A g

Ever since | was a young boy | destro wd‘
the silver ball. From Soho down to ..

talk you out of destroying their city,

seem to be on the hunt for a bit of

lizard flesh. Bad move when the

lizard is a couple of hundred times bigger

than they are. But they're not totally ineffec-
tive — every time you're hit
you lose a hit point. But = everything
every time you manage to =, in its path.

gobble up a passer-by Hurrah!
you gain a point. Run out
of hit points and, as is

the way with these
games, you're dead. No
hassle just load it

again; we're sure you'll
want to. e

He's eating

el L
=

*

"."

s,

]
i

th
Sliced breagy i m"‘“ best thin,

more of i, liked jt 4
then ag'zm;::hmp




Combining the best of
strategy puzzle games with
dynamic action in a
medieval battleground,
Rampart allows multiplayer
competition in a race against
the clock. So fortify your
castles, place your cannons
and prepare for all
out battle!

7 5L

Hy
by
i

JIT =
TRl i i N
LR R

Available on: Amiga » Atari ST
CBM 64 Cass * CBM 64 Disc

=
E .
=
(751
=
&
S
=
=

i iB — J

© 1991 Tengen Inc.™ Atari Games Corporation.
Programmed by The Kremlin.

Published by Domark Software Ltd.

Ferry House, 51-57 Lacy Road, Putney, London SW15 1PR
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* Chuck Rock certainly -
lives up to his name as

he chucks rupe:t: at b '- . - ' i
anything in his path on : o g ‘i - w i

: his way to rescue his : f'” , %‘ gt
bmrﬂhlwﬁoﬂphnﬂltrqmmlwﬂdmdhhumhnnmnyﬂnryﬁﬂm _ i
chur.-k I:I:lu and belly-butts his way through the 25 Zones in five unique |

e ey areas of exciting and addictive gameplay.
" b SCREEN SHOTS FROM COMMODORE AMIGA VERSION

llaw Awllluble
onC64!




Hello and
welcome to a

§ [ * A

4 INPUT “INFINITE TIME Y/N";BS:IF
B$="N" THEN POKE 50450,32

L — o~

It's been torture (/ can’t believe you
said that — Ed) to put together, but the
results are (hopefully) dead impressive.
Many, many thanks to John and Steve
Rowlands for their contributions, patience
and long telephone conversations — this
feature wouldn’'t have been possible with-
out them. Enough of this idle banter, there
are Fuzzies to save!

It it's cheats you're after, look no further
than these tasty listings. Not only do they
offer infinite lives, but you can also opt for
invincibility, infinite time (interludes onlv)
or a limit of three Fuzzies to save
on every interlude. As if

cheat mode! Now
there's absolutely no
excuse for being naff!

14

p i

16

1T

18

15

165,002
DATA 141,216,152,032,151,003,
096,081
DATA 002,169,094,141,247,104,
159,050
DATA 141,008,105,169,054,141,
005,105
DATA 165,173,141,056,061,141,
069,061
DATA 174,207,042,174,041,118,
169,054
DATA 141,007,060,076,160,001

REM C2 DISK CHEAT BY WAZ
1 FOR X=50432 TO

that weren't 50521 :READ
enough, ¥ ¥:C=C+¥; POKE
we've also ;b%? X, ¥:NEXT
included - . 2 IF C<>10930 THEN
the relevant > - 0 PRINT “DATA
Action Replay L _ - ERROR” : END
POKESs and the on LAl . W 3 INPUT “INVIN-
ever-so-clever ® ?!'? e CIBILITY

b Y/N";AS: IF
~ 1L A%="N" THEN POKE
50495, 238

somewhat 0 REM C2 CHEAT BY MARTIN FUGH § INPUT “EASY 2ZND SCUBA Y/N";C%:IF
different 1 TP‘ e . UL SNz READ C4="N" THEN POKE 50500, 54
Gamebusters Il‘?c‘c*:éigm LTI 6 INPUT “EASY INTERLUDE Y/N”;D$
- a 13-page C;:‘ SO KBS e 7 IF D§="N" THEN FOR X=50504 TO
Creatures 2 PR 50518:POKE X, 234:NEXT
3 INPUT ~
extrava- Y;NTA;?:I:EEE:'EIH o 8 PRINT CHRS (147);
ganza, all in PDICE;ECI;. 41 7 i “INSERT DISK & PRESS
glorious : A KRY"
: 4 INPUT “INFINI
techni- ke Ym_'_;;‘:g ch MODE S POKE 198, O0:WAIT
colour. It is e S et On the titie screan, walt for the 198,1:5Y8 50432
Christmas 60; Hlnmm cr':dgs 5“;’“:‘“ appear (the one with T NETT I s B
Why Creatures 22 Well, 5 INPUT “EASY 2ND your finger and quickly rub it across 032,186,255
quite simply, it ranks as one of the e Joystick f““ 1. A big picture of Maximus EEPEFCINETTIRITR
greatest C64 games EVER and is still a ¥/N";CH:IF Mouse® will appear, waving his arms 162,038,160,
firm fave with the CF crew. CH="T" THEN every time you rub your finger across the 197,032,189
game justice, so we decided to give it the B ENNLPL, . RS grey — the Fuzzy fountain will start to 000,032,213,
complete Gamebusters treatment. So IMERLUDE s flash and you can now start the game 255,169,039
across the next 13 pages you'll find the il ’Dg’IF;i:E: with infinite lives! 13 DATA 141,043,
ultimate guide to the ultimate game. Every  _ prnjmkg] ;?u Hrbtrbsie's *Star of Summer and 195,169,197, 141,
secret is revealed, every bonus paoint S ; Winter Camp. 044,195
10 DATA 032,044,247,056 N YT 4
scored, every trick exploited. If you love &5 pg 541 i_” ! : 14 DATA 076,064,194,
Creatures 2 (or even hate it because you - ::-AT,;. UO‘:’ 16; M T b3 087,065,090,050,16%
can't crack it), you'll be amazed by what we aE R . ¢ . +178,003, 15 DATA 052,141,253,084,169,197,
have on offer. If you don’t own the game — G m:.;.m A TRl e 141,254
shame on you. Perhaps this will tempt you g ﬂi_’:l’ : ! : 4 . 16 DATA 084,076,237,082,169,000,
into buying the best game of 92! 5 141,078
13 DATA 080,169,064,141,215,192,

17 DATA 061,169,173,141,041,118,
169,173

18 DATA 141,207,042,165,051,141,
007,060

19 DATA 165,094,141,247,104,169,
050,141

20 DATA 008,105,169,054,141,009,
105,076

21 DATA 144,001

CREATURES 2 INDEX

Stage 1 Pressed For Time 12
Stage 2 Funky Forest® 13
Stage 3 It's Snow Problem 12
Stage 4 Frozen Frolics* 13
Stage 5 The ‘Blubber’ Family 14
Stage 6 Island Hoppin' 14
Stage 7 Acid Antics 16
Stage B Caves of Slime* 17
Stage 9 Meet Mr Chainsaw 16
Stage 10 Shivering Stunts*® 17T
Stage 11 The ‘Phoenix’ Family 18
Stage 12 Island Hoppin® 2 18
Stage 13 Creepy Chaos 20
Stage 14 Forest of Gateau®™ -] |
Stage 15 Balloonacy 20
Stage 16 Watery Falls* 21
Stage 17 The ‘Heinous’ Family 22
Clyde's Weapons 22

* Interlude lovals

Chopping List - COMMODORE FORMAT December 1992



12 GAMES TIPS
STAGE 1 - PRESSED FOR TIME

BOMB

Points: 55

This must be detonated
at point C to blast a
hule in thn grnund.

" TWIN TERI“}HS !

Points: 180
Hit count: 21

completely still

until Clyde drops down to
their level, then they take e
= | turns to fire bullets at him.

*| EDDIE

| Points: 145

| Hit count: & [at the lever]
| Eddie’s pedalling powers
', the ACME Press and

” :., Conveyor belt, so you
¥ | must stop him so that

. you can complete the
o screen. You do this by

E—T . e hitting the lever behind him. |

=] Bty g et

¥ =l = B

= = e .

s 2 — ZIGGY |,

Points: 50

‘.‘I D'D I:'..'l I.'.:l I::l!::llﬂllﬂlﬂ C’JUEI l.'Sl ﬂﬂ Hit count: 11 |
b Bl P A rather energetic chnp. ;
Despite being the first torture screen in the start: jump up on to the platform Ziggy continually leaps into the
the game, Pressed For Time can be quite a  above, taking care to avoid the bullet that 58 "I""'F “"b""!":_::"“' ":_"‘-“Eﬁ When killed
2 ¢ i g F e leaves behind a potion that gives you
struggle to complete, but once you've Ziggy fires. Now jump across the floating access to your WIBBLER weapon.

learnt the firing patterns it’s a cinch. From platforms, timing your jumps so that you

STAGE 3 - IT’S SNOW PROBLEM

| point C and begins to

e S 2 | move right, drop down the
Bonuses: 191 “ wmi: e Hot Dog chute. With any
il el ™ ww Sk, you'll land on

Screens: 5 R 5 ¥
¥ Squawk’'s head, so waggle

the joystick left and right
to fly up the screen.
When you reach the
top. walk left a little and
shoot the rock as far right
as possible. Avoiding
M Chuck, stand at point D,
iace right, and use a large

"":i push it into the ACME

“ Snowball machine. If you

g Stand still too long, Chuck

= will throw a snowball at

Clyde, so keep moving left

and right until it's safe.
When the rock drops

squash Shorty in a spec-
tacular spray of blood -
but there's more. Drop

== jnto the snowball mach'ine

Ironically, this is much easier than the pre- edge of the gap (B). If it falls into the firey SIdE of the screen to enter the HIDDEN
vious torture screen! From the start, jump  pit, you’'ll have to restart the screen. Wait BONUS ROOM! Collect as many of the
left over the gap and walk up to point A. at point A until Chuck the balloonist gets NODDING heads as possible, then drop off
Face right and shoot the rock right to the near. When the bird (Squawk) reaches the bottom of the screen to get to the next

COMMODORE FREEZEMAT December 1992



leap over the bul-
lets as well
(ie, jump
when Ziggy
fires). When
you reach point
A, fire a large
flame to dispose
of him, but be
ready to jump to
avoid further bul-
lets. Make sure
you don't stand
too close when you
fire the large flame
- you might accidentally ignite the bomb!

When Ziggy is dead, collect the
POTION he leaves behind to get the WIB-
BLER weapon. Now shoot at the bomb to
knock it down to the left-hand side of the
screen, then make your way to point B.
Use the large flame on the bomb to ignite
it. then shoot it to knock it down to point
C — it will blast a hole in the scenery.
allowing Clyde to descend later.

Make your way back to the starting
platform and select the WIBBLER
weapon. Drop down to peint D and shoot
at the Twin Terrors repeatedly - tap the
joystick upwards to jump over the low
bullets (the high ones aren't a problem).
Stay as far right as possible until you
have destroyed them then walk left and
drop down the hole created by the bomb

GAMES TIPS 13

repeatedly

at point C. Stay on the
left-hand side of the-
screen and shoot

at the Lever

behind Eddie using the
WIBBLER. After six hits
Eddie will ride towards
you on his bicycle, so
make sure that you're
ready jump over him.
One down, 16 to go.

A coin first appears here
after 17 seconds. Coins
then appear here at inter-
vals of every 10 seconds.

haif ﬁe 'hmn 'In h

STAGE 2
FUNKY FOREST

FUZZIES TO SAVE: B

TIME: 4 mins/2mins

EXTRA LIVES: 4

INITIAL COIN DELAYS: 17 -40-25
DELAY BETWEEN COINS: 10-12 - 11

Confused? Check out the screenshot below,

A coin first appears here
after 25 seconds. Coins
then appear here at inter-
vals of every 11 seconds.

A coin first appears here
after 40 seconds. Coins
then appear here at inter-
vals of every 12 seconds.

On all these Interjude levels if you
die with more than half the required
- Fuzzies saved then on your second
attempt you have to save half the
med amaunt but you only have

It in.

}ﬁ

ewe o wy owa

BONUS COIN
There are five
of these. They
allow experi-
enced players to
gain an extra life.

SQUAWK

Points: 75
(landing]),

20 (top)
Provide trans-
port and acts as
a temporary platform.

CHUCK
He takes a few

moments to
appear, but
when he does,
he causes may-
hem (plug, plug
- The Apex
Boyz), follow-
ing Clyde about

ROCK

Points: 140
This must be
pushed [some-

and dropping how) into the
snowballs on ACME Snowball
his head.

machine to squash Shorty.

| Hit count:
1 large
rock
Decept-
ively cute,
g he catches
snowballs

from the machine and drops them into
the water (causing the water level to
rise and so allowing Snapper to get
even closer to the Fuzzy).

SNAPPER g

This is the creature
which eventually
kills the poor Fuzzy,
by biting him clean
in half (which
happens when the

water has risen for =

the second time). L —

room. You'll automatically exit the room
if you touch a shaking head or run out of
time . If you collect every nodding head,
an extra life is awarded. Experienced
players can
glean an
extra life by
repeatedly
collecting
the coins at
the bottom
of the Hot
Dog chute
(there are
five in all).

STAGE 4

FROZEN FROLICS

FUZZIES TO SAVE: 10/5

TIME: 2 mins 40 seconds/1min 20 seconds
EXTRA LIVES: 2

INITIAL COIN DELAYS: 30-20- 10

DELAY BETWEEN COINS: 15-10-20

And what are we on about here? Nope it's
not an order for Prawn Fried Rice at the
local takeaway. It's a little bit of short hand
that we're using for all the Interlude
stages. It's explained above in Funky
Forest (Stage 2), so check that out.




14 GAMES TIPS

DEMON 1
Points: 225
Hits to kill: 6

Comments: This is quite a slow demon, and as
a result is pretty easy to hit (and subsequently

as dropping a bullet in the centre of the

screen at the end of its movement sequence.
He shouldn't cause you too many problems.

kill). It roams left and right around the screen,
dropping bullets between A-B and C-D, as well

DEMON 2

Points: 325

Hits to kill: 10

Comments: Although this one is much
easier to hit than his smaller counter-

STAGE 6 - ISLAND HOPPIN’ 1

Wait until the first Hoot goes right,
then pick up the Fuzzy. Carry him

isn't a problem if you stay near the
water surface). Press fire to make the

neath to the right-hand side.

right across the first Island (the fish

Fuzzy cross the island, then swim under-

beneath the water, swim to the sur-

face and collect the Fuzzy. Move
right a little and wait for the Puffer to
sink then swim quickly past him. Move
towards the next island and drop the
Fuzzy when the Hoot moves left.

2 Avoid any creatures that are lurking

side of the island [timing your

movement between Fishy and
Treadwater Ted), then pick up the Fuzzy
when the Hoot moves left. Now drop off
the Fuzzy on the right of the level and go
back for the other two.

3 Swim carefully to the right-hand

3

350

e s e S .
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part, he moves much faster and fires
more frequently (between points A-B,
B-C, and C-D). The safest method is to
run back and forth across the screen
in the opposite direction (ie, when
he's moving left, you run right).

Points: 475
Hits to kill: 16
Extra Weapon: CURLY WURLY

Comments: The first big demon you'll
encounter, this one is a bit tricky, as only hits

above the shoulders count. In other words, don't
fire any bugs through the bottom pipe, as the hits
won't have any effect. The safest way to tackle
this chap is to stand between his feet, following
him left and right as he moves. When killed, he
leaves behind the CURLY WURLY weapon.

BONUS COIN il

these for
fabby extra

revolutionary idea!

TREADWATER TED SPIKEY
Similar to the fish, it
wanders back and forth
along a fixed route,

much more uncontrol- T —
LT lable. :

Guess what? - :
Pick these g J
things up 4 I

— timing is neaded

points. What a —
to get past unscathed.

This only appears once in
the entire game, and its
only purpose is to get in
However, it's faster and the way. And it does a

PUFFY e
The trickiest [
beast on the :

| level, he el
moves up and -

down. Accurate :

HOOT
directly - it's the poor
so watch out for him,

pretty especially when he's
good job. ; leaping.

~ afford to wait around,
so don't risk trying to
rush past them.

LITTLE FISHIES _at HUFFY
Fairly docile, y “I % This little windbag isn't really
these swim | e a problem as he spends all
along set | his time moving back and
routes. You CAN o r" / forth (so you don't even have

These don't affect Clyde

Fuzzies he has it in for,

to dodge him).

DEREK

A menacing fellow who
lurks at the bottom of
the sea. You'll only have
to avoid him if you try to
collect the bonus coins.

COMMODORE FATTY December 1992



16 GAMES TIPS

STAGE 7 - ACID ANTICS

The guy on the raft (Little Bob) mirrors
Clyde’'s movements — when Clyde moves left,
Bob moves left. His purpose is to catch any
fuzzies that prod out of the cage.

Bonuses: 127
Time; 55 seconds |
Screens: 3

From the start: Quickly walk up to
Smudge the frog and shoot him a couple
of times to knock him into the water, then
stand and wait at point ‘A’. When Mad

g R iMax has knocked a Fuzzy

| 27T 1T |onto the raft (he'll wink

L2575 = 7 =¥ | just before he does this),

ke 2T | jump carefully over Flob &
""""" ! Blob and head for point B.

_Stand on this platform

I e - | and flame Squidgy a

| 2570520 1T | couple of times, then nip

back to point A before

on the left of the screen,

- | the fuzzy will fall into the

. | acid). Repeat this process
.| until Squidgy is dead.

_+ | Collect the potion

| ~ =" | which Squidgy leaves
behind to gain the MEGA DROOPY
weapon, then go to point C and headbutt
the above platform five times to destroy it
{you can now stand at point C whenever
Max prods a fuzzy - it's perfectly safe!).
Once the platform has disintegrated, wait
until another Fuzzy lands on the raft, then
drop down to point D — Smudge will move
down and pick up the rock, so move back
up to point C. When Flob & Blob move
right, jump up through the gap. Smudge
will throw the rock through the gap. Now
switch to the MEGA DROOPY weapon,
drop on to the rock, then shoot it a couple

||

o - e - L ¥ =

Creatures’ answer to The Texas Chainsaw
Massacre is a pretty tough level, but
you're in the right place if you want to
know how to save the Fuzzies from a fate

worse than a Dannii Minogue concert. The
floating platforms at the start of the
screen are probably the most difficult
thing to get past; when you start the

STAGE 9 - MEET MR CHAINSAW

P& - | MR CHAINSAW
E.""" | This blood-thirsty maniac is
o & .| responsible for the Fuzzy's
F"h “. demise, starting his
. onslaught when the Fuzzy
| drops into his pit.

‘.- - I "
‘ Il",! FROSTY
” Points: 100 [each)
Hit count: B (each)
Once killed, these chaps
leave behind huge snow-
balls, which must be
pushed on to the ACME
Ram to sgquash Wiggy.

-

ZIGGY
Points: 75
Hit count: 4

Unlike his previous incarnation,
this Ziggy merely leaps around

the top of the screen. You don't

have to kill him, but he does leave behind a
tasty ZOOMERANG potion.

WIGGY

Points: 100

Hit count: Big snowhall
Wiggy creeps the cannon,
then lights it when close
enough - the cannonball
knocks the Fuzzy down to
his chainsaw doom.

screen, wait until the nearest platform has
risen for the third time, then quickly make
your way across. Now jump up to point A

and wait until Wiggy jumps forward. Jump

COMMODORE FORMAT December 1992 - and Ziggy played guitar
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I ~— m ROCK I SQUIDGY ; ' |
"'-l.' 4 Points: 15 Points: 75
ﬁ U =gV STAGE 8
- I "W 25 (throw)  Stands between - i"‘.,. -
K ~  This is the Clyde and the break- | ". i el
# vital weapon you able platform. Leaves ! ! % CAVES OF SL,ME
* nead to kill Max. behind a potion. Al i
e me - el S B et L. LB FUZZIES TO SAVE: 14/7
Points: 75 W Points: 25 Hit count: LITTLE BOB TIME: 3 mins/1min 30 seconds
Hit count: 1 rock i it 2 Impervious This guy follows EXTRA LIVES: 4
Max prods Fuzzies You need this toad ¥ou have to Clyde left and INITIAL COIN DELAYS: 01 -02 -03
out of the cage and  to collect the rock = jump these  right, and must be DELAY BETWEEN COINS: 12 -11-10
inte the acid... he from the bottom two, and this require on the left to catch -
must be stopped! of the pool. precision and skill.  any falling Fuzzies. Baffled? Check out Funky Forest.
w PLATFORM
! Hit count:
b .. "*"-’i 5 headbutts
"-I & ‘- 4 | Clyde must head-
- I butt this a number of

: | times to clear a path
“| for the boulder.

of times to move it
across. All you have
to now is push the
rock right until it
falls oftf the edge
and cracks open
Max's skull - but
there's more. Drop
down to point D
and walk off the
right side of the
screen to enter a
BONUS ROOM
(tackle it in the
same way as

the previousone).

carefully over him, then rush to
point D and shoot
Wiggy back

using the WIB-
BLER (keep an

STAGE 10

SHIVERING STUNTS

eye on this chap, P S : FUZZIES TO SAVE: 16/8

because he's a ! = R : TIME: 4 mins / 2 mins

persistant iy - 8 EXTRA LIVES: 3

blighter= if he gets - E - INITIAL COIN DELAYS: 35-30-35

too near to the can- ' DELAY BETWEEN COINS: 30 - 20 - 30
non, nip down and

i =z
shoot him back). What does it all mean? See Funky Forest.

Jump to point B
and use the large-
flame on the right =11
Frosty to turn him into u jl
something that could be bottled up and '!-"

I sold in Sainsbury’s as Creatures Spring B

Water. Next you need to wait until Ziggy
(strangely bereft of any Spiders From
Mars) reaches point C. Use the large-flame
on him and collect the potion so that you
can start using your ZOOMERANG
! weapon. Jump across to point C and
large-flame the left Frosty into a pool of
steaming Ho0. Now jump left and shoot
the snowball until it lands on the left-hand
side of the ACME Ram.

Jump back across to the other snow-
ball and shoot it to the end of the platform.
DON'T shoot it off yet... wait until Wiggy
lands at point D, then knock the snowball
off — it will catapult the other snowball into
the air... and down on to Wiggy. Yeurgh!

L ] )
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18 GAMES TIPS

STAGE 11 - THE PHOENIX FAMILY

DEMON 1
Points: 175
Hits to kill: 4

Demon 1 is a very slippery chap to deal with. He
moves around with frightning speed. He drops bullets
in the left-hand side of the screen [between A and B)
and then moves across to do the same on the right
{between € and D). The best places to ‘rest’ between
shots are at the far right or far left [in fact, this is a

safe place to avoid almost any demon).

ady,

DEMOMN 2
Points: 350
Hits to kill: 11

This chap flies around in a figure-of-eight pattern dropping
five bullets during the course of his manceuvres. Instead of
being a weed and running away from him, follow him left and
right as he moves around, pausing to avoid any bullets that

fall in front of you. Good timing is vital!

STAGE 12 - ISLAND HOPPIN’ 2

then pick up a Fuzzy - move right

until the Fuzzy's ear is next to the
volecano's smoke. When Treadwater Ted
moves right, follow him, then drop under-
water [leaving the Fuzzy stranded) as he
turns. As he moves left, collect the Fuzzy
and move right a little - there's a safe
area between Ted and Fishy.

1 Wait until the first Hoot moves right,

As soon as the third Hoot moves

right, follow the Fishy right, then

drop underwater (as before) when he
turns to head left. Quickly collect the
Fuzzy, drop him on the island and press
fire (otherwise the Hoot will hit him).
Move to the right of the island and collect
the Fuzzy when the Hoot moves left (you'll
have to avoid the Puffer).

and press fire when the next Hoot is

at the far left of the island. Swim
underneath the island. Wait until Derek the
shark moves left at the same time that
Huffy moves down and swim through the
gap. Collect the Fuzzy when it is safe to do
so and drop him at the right-hand side of
the level. One down and five to go!

3 MNow drop the Fuzzy on the next island

[

i
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LB

. DEMON 3
. Points: 475
| Hits to kill: 16
Extra Weapon:
FALL UP
It might be the
best-looking
demon, but this is
where the trou-
bles really start -
no room for cow-
ards here! The
attack pattern is
rather vicious;
first it moves
across the top of
the screen drop-
ping bulltes in its
wake (at A, B, C
and D), then it
SWOOPS ACross
the bottom of the
screen dropping
dozens of bullets.
Stay at either side
of the screen,
then rush into the
middle as he
SWOoOops away
from you. Head
| back to the other
| side of the screen
. and repeat the
process. When
killed, he leaves
behind the handy
FALL UP weapon.

g HOOTS

4 Similar to
their earlier
¥ counterparts,
- they only pose a
threat to the Fuzzy (as
opposed to Clyde). But
keep your eye on them.

S| LITTLE FISHY |

[emian

' m These, too,

| B " roam back

I and forth
along set patterns, and
only the top one is diffi-
cult to avoid [similar to
Treadwater Ted).

. HUFFY
On this level he
moves diagonally

"x|, - back and forth.

S0 He's difficult to
get past so only go
tor the bonus if you're sure

you can make it.

Much the same
| as before,
except for the
one near the sur-
face of the water - you'll
have to swim around him
instead of over.

DEREK

Although he only swims
back and forth , this time
he obstructs the final
part of the level. Again,

| observe the movement

patterns before you
make a move.

TREADWATER TED

. PUFFY

'fl E Tricky blighters,

these. The one
-

between the

© two islands is
difficult to avoid, the
other guards a coin -
don’t risk a life to get it!

[T BONUS COIN
:h Yep, these
| . | handy little
" items make

another appearance!
They're tempting to
go to it be be sure
you're up to the task.
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From the start: switch to the WIBBLER
weapon, and go to point A. You'll have to
fire repeatedly at Jumbo while jumping his
bullets (use much the same tactics as with

Bonuses: 248

Time: 98 seconds
@ Screens: 6

m’i:rl'w

r-"::z **Hf*-é

the Twin Terrors). When he starts to retreat,
rush towards him and pelt him with your
large-flame as much as possible for a
HUGE points bonus. Once he's gone, col-

~ STAGE 13 - CREEPY CHAOS

"R amn e e s e m m

........ | lect the potion to get the
e | MEGA FALL UP, then shoot
: the Bird Seed as far right as
| possible (until it's below the
* ACME Treadmill sign). Now
s e s =55 - shoot Squeak, who will
"""" | begin to eat the seed. Jump
on to his head then wiggle
= «» | the joystick left and right to
. move upwards. Get off at
—. point B and make your way

up to point C.

Dodge any lightning
bolts that Peek-a-Boo fires
(he’ll flash beforehand), then
fall down to point D when he
" | gets very close. With any
== | luck, he’ll follow you down
* i | and frighten Big E. Select

“ | the MEGA FALL UP

- weapon, then stand at point

— E and shoot the platform
below Mr Chopper. After five
“ | hits he will fall down and
= begin to dismember Fitness

Freddy.
- Quickly walk off the left-
» = = hand side of the screen to
| enter another HIDDEN
- | BONUS ROOM - tackle it like

--------

«7| the previous two,

.......

From the start: Drop down from the plat-
form and walk to point A, remembering
to jump over the fire. Use a large-flame
on Big E, then collect the potion to gain

STAGE 15 - BALLOONACY

MR BARBEQUE
Although this little chap is
e responsible for the death
of the Fuzzy, he cannot
= 1 .| be killed - you'll have to

the SUPER ZOOMERANG weapon. Jump
over the switch on th